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INTRODUCTION 


1.0 What Creatures is All About 



Wdveall heard of artifi dal intdligance 
Creatures isartifidal life 


The dream that computes could beconsdous 
remains sciencefiction, for now. All of our 
computing powe - on the planet seams 
unable to fi nd that d usi ve propety we 
haecalled sdf awareness Indeed, the 
only %Stemson Earth which e<hibit 
the adaptabi I ity and fled bi I ity neces- 
sary are biolog cal systems It makes 
93135 the'dmrq to turn to nature 
for our ans/ves* as it has had nearly 
3.5 bi Hi cn years to iron out 


Creatures modds real biological 
s/stems i nsi de your compute - . 

T he/ come compl die wi th the r 
own biochemistry, brains digtal 
DN A, and an environ meat 
in which to live 


None of the bdnavior 
you see has been specifically 
programmed. T he credtures 
make the r own choices and 
learn from the r mistakes You guide 
them througn the r live* hd pi ng them througn the 
bad pdtches and enjoyi ng the good ti mes When the/ become adults* 
your creEturescan mdtq and ther children hae the r own unique 
gendtic mated al. 
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The possibilities are boundless Eveything from ther posastothe 
individual chemical reacti ons inside ther bloodstream are gendti call y 
spedfied. Who knows? A tenth ganedtion credture could possibly be 
consideably more intdligent than those you Start with. 

Your credtures live in ther own world, called Albia Albia is a 
huge world, it contains many ©citing places to visit, and many 
danges T he credtures you hdtch are from the sped es known 
asNorns Norns are a friendly, curious* social species; eage 
to learn and eqoeience life to the fullest. Grenddslivein 
the trees* with diffeent gendtic mdtend; the/ are violent, 
Sted food, and carry diseases 


A 9dection of tools is provided so thdt you can hdp 
your Norns througn life from the Owner's 
Kit which allows you to name and take 
photogaphs of your N orn, to the Sdence 
Kit which lets you ddveinto ther 
deqoeSt biolcg cal workings 

Above all, Creatures isfor your enjoyment. 
You can become as involved as you want, the 
ulti mdte ai m be ng to bread N orns througn 
multi pie ganedtions You may be the parent 
of the first supe - intdligent Norn! 
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1.1 Getting Started 


Wdoometo theChronidesaf Nornia Througnout this guide you should 
recevetipson howto look dtm your Nor ns correctly metal i ng you to gdt 
the mod from your creatures and the world the/ live in. It is higily recom- 
rrmded thd: you run througi the brid" T utori al bdore beg nni ng pi a/ J uSt 
dick on theTutorial button whm you dart the game 

Thme is much to learn about the world of Albia and the 
creatures that li'mthme Hopefully this guide can hdp you to 
breed your N orns happi I y and sdel y througi rmny genmati ons 
Extensive in-game help is also amiable If you have a question during 
game play on atopic not covmed in this manual, simply press the Help 
button to gd more information. 



Window 


The Creatu res display is made up of a status bar at the bottom of the 
window, atool-bar at the top (which gvesyou short-cut access to many 
mmu options) and a window onto Albia the world in which your Norns 
live Both the ke/board and mouse are used to intmact with your crea- 
tures and the worl d of Al bi a W hm you move your mouse poi ntm i nto 
Albia it changes into a hand. 



1.2 Creatures Controls 

Toolbar 


The Hand Status Bar 
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Creatu res can be played on ethm the M ad ntosh or an I BM compati ble 
compute. T he controls are \my si mi I ar. T hroucfiout this guide the tarn 
"cl i ck" means to move the mouse poi ntm, or the hand ovm the desi red 
area and press the Idt mouse button. If you are using a Macintosh, am- 
ply dick the mouse button. Also througnout this guide the tern "rignt- 
d ick" means to move the mouse poi ntm to the desi red area and press the 
right mouse button, howa/m if you are using a M acintosh, you should 
hold down theControl ke/ and dick the mouse button. 


1.3 The Hand 



F he hand i s how you i ntmact wi th your N orns and the rest of 
the world of Albia The Nomssae the hand, and can ami be 
taugnt to aesodTethe hand with your name M ove the hand ovm 


an object and click (Idt-dick if you are playing on an I BM compatible 


system) to use an obj act, for exampl q to cal I for the da/dtor or Start the 


playm piano. 


You can dso use the hand to reward or punish your NornS bdnavior by 
ti ckl i ng or spanki ng. CM cki ng the hand on your N orn’s nose rewards it 
for good bdnavi or by a ti ckl e C I i cki ng the hand ovm your N orn's bottom 
spanks the creature to punish it for bad bdnavior. It isirrpcrtant nctto 
cmftissa young Norn with punidimmt fcr good bdnsMcr or wcevea 


You can pick up many objects by ri git-clicking with the mouse (or if you 
are usi ng a M ad ntosh, by holding down theControl k^and di eking the 
mouse button). Drop objects by rqoedting the action. Most small objects, 

I i ke toys, and food items, can be picked up and moved around Albia 


2.0 Raising Your First Norn 

Norns arediwq and should be considmed to be similar to small children. 
If you look dtm your Norn as you would a two year old child, you won't 
go far wrong. As with children, Norns can bea bit of a handful, so dont 
hatch too manytoo quickly or your world will befull of little Norns that 
you can't gvethe amount of attention and care the/ need. 
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2.1 Hatching Your First Norn 



I nitially it is best to hatch one Nom, rmdeor fenodq it doesnt 
matte - which. Open the H atchey by dicking on the H atchey 
button, or by Meeting Hatchery from theToolsMenu. Choose 
the genda of the N orn you woul d I i ke to 
hatch by runni ng the cursor ove the egep* 
and doubleclicking on the one you want. 

The egg now appears in your world. In the 
wild, egep do hatch in ther own time but 
in orde to speed up the process pi ace your 
egg in the incubator and wdt for your 
Nom to be born. To place your egg in the 
incubator, amply pick it up as you would 
any othe object, drag it with the hand o ve - 
to the incubator, and drop it. 




TIP: A word cf warning egg, do hatch bytharadvesin thar own time but if 
you disturb and rrrwe age around the wcrl d the/ wi II net hatch wi thout the use 
cf the incubator. 


Your N orn erages from the i ncubdtor a srmd I baby, i nnocent and vul- 
neabl e to the ravages of the worl d. W hen your N orns are f i rst- born the/ 
arevey attentive to the hand (you). Tb&/ move slowly and wak on ai 
fours* and arevey suscqotible to disease; so it isimportant to keqn then 
away from the G rendd s and cetd n dangenous halos that can be found 
in Albia 

It iswey important to gbt your baby Norn to the compute - as soon as 
you can ate - it is born. As with human babies* N orns do not undeTand 
I anguage a bi rth so you need to us the compute - to teach then the 
concqots of I anguage 

Your baby N orn may be unsure about movi ng from the i ncubaor or may 
haMee*/m run a I the way into the garden. Thee are two easy weiys you 
can ga your N orn to the compute - : 

The first isto put the hand to the right of the lift next to the incubaor. 
Afte - bi rth the N orn norrnd ly wd ks towards the hand. As your N orn 
wdksthroucjn the lift press the button and it rises with the lift to the 
floor above Once the lift has stopped, quickly press one of the top 
buttons on the compute - -this makes a noi $ and attracts i ts attend on . 

0 nee the N orn has wd ked to the compute - send the I ift down agd n. 
This stops it from playing in the I ift. 

The second wa/to gdt your Norn to the compute - isto usethe bdl. If 
your N orn has wandeed away from the i ncubaor pi ck up and drop the 
bdl in the direction you want the Norn to wdk. It hears the bdl bounc- 

1 ng and wants to pi a/ with it. Rqoea the process movi ng the bd I away 
fromtheNom whenaa it gas near to it. CoaxtheNom dl the way 
ove - to the I ift by the i ncubaor and rqoea the process above to ga the 
N orn to the compute - . 

TIP: Thetdqjcrte found at the aid cf the cprdan trarepertsyour Ncrn dimddyto 
theccrrputa. Press the rad button toaddvateit whan your Ncrn isstandingen the 
tdqjcrt pad. 
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2.2 The Computer 


Scroll Scroll Input 

Backward Forward Name 


Repeat 

Word 


T he compute - i s one of the 
moat important objects in 
Albia It teaches your Nom 
the fourteen concgats of lan- 
guage usad to guide and influ- 
ence yaur N om's I ife O nee 
yaur Nom isstanding ne<t to 
the compute", press the I dt 
button dt the top of the com- 
pute" to rgaedt the current 
concgat on screen. Your Norn 

attempts to speak the word yau are tryi ng to teach i t. Rgaedt the concgat 
until the Norn sa|ys the word correctly. Once the Norn seethe word cor- 
rectly it then knows and understands what to do if yau say the word to it. 



The two arrow buttons cyde the fourteen concgatsto the Idt or rignt. 
Thedrcular arrows button at the top Idt rgaedts the concgat currently 
onthescreen. Ddault names for the vari ous concgats have been pro- 
grammed into the compute", howa/e - , if yau wish to rename the con- 
cgat, amply dick on the large arrow button on the far rignt sdeof the 
compute" screen, to i nput a new name Rgaedt the process unti I your 
N orn has learned a I fourteen concgats vrey wd 1 . 1 1 is i mportant to teach 
dl of yaur Norns the concgats as soon as the/ are born. If Idt untaugnt, 
the othe - N orns i n the world can teach the babies language but it is pos- 
sblethdt an adult Norn could learn baby language 


TIP: T he rrcretj rresyou rqeeat a concept cn theconrputm screen thebdtar theNcrn 
learns that crsncgjts / 1 isaddssd that eras a crrTCEfjt: is said cerratty that you reseat i t 
a furtha- threecr feur times ThisradicallyraducesthepceBbilitycfaclultslearning 
baby talk and Strarcfhms the r ability to teach cthas 

O nee yau have taugnt your N orn one or two of the concgats yoursdf it 
mast I ikdy carries on learning e*/en if you leave it done Thisisagaod 
poi nt to regiSte" your N om's bi rth. You me/ have noticed thdt when yaur 
Norn I eaves the i ncubdor the word Birth appears in the task bar in the 
bottom rignt come" of the screen next to the score Now doubleclick on 
the ward Birth, which takes you directly to the Owners Kit. Once yau 
ha/e reg Steed yaur N om's bi rth, check d I the words on the compute - 
once more to ensure yaur Norn knows d I the concgats cl early. 
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2.3 Registering a Norn’s Birth 


I O nee the O wnYs K i t has opened yau are confronted wi th the 
Jp title page of a large kg^. If yau I ookdt the top of the kit, yau 
see vari ous tabs whi dn take you to the sub pages of the kit. 

Ldt dick on the tab marked with "dog tags" You are shown a page full 
of empty boxes This isthe Norn regStry page It is he"ethdt yau are 
able to ente - yaur Norn’s namg yaur own narng yaur address phone 
numbe - and emdl address Oncedl theinforrrdtion thdt yau require 
has been enteed press the Register Birth button dt the bottom rignt 
of the kit. Anothe - tab appears dt the top of yaur kit. Click on this new 
tab to open the bi rth catificdte page 


TIP: If you widi to monitor the breading cf your Ncrnseasly it isa good idea to 
nameycur Ncmsalphabdically Namaall your first epnerab'ens ( from the hatchay) 
with names beg nning with 'A." Lata- when you harcea second gaieaaticn birth (from 
a natural agj narretheNcrn begnningwith "B" and sacn. Ttismakesit ea^lata- 
cn to tdl which creatures are fr cm which gmaatiens 

The birth cetificdte shows yau the name of your Norn, the time of its 
birth and its parents If yourcredtureisof first gene"dtion (from the 
H dtchey) then the parent's name is d wstys "U nknown, " but as yaur 
N orns have babi es, the true parents are Stdted on the r bi rth ceti f i cdtes 

Once yau ha/e finished looking dt the Owners Kit, yau can dcaeit by 
dickingon theX in the top rignt come - . You can reopen it dt anytime 
by clicking on the Owners Kit button on the menu bar. For more infor- 
mation on the Owners Kit, saesaction lO.OTheAppIdtg beginning on 
page 24, or consult the in-game help menus 

Your N orn should now know its name and have been taugnt by the com- 
pute - dl the concgats of language needed to communicate It is now pos- 
sibleto type "corrod' and it comes to the hand. Type "look" and it looks 
dt the object nearest to the hand and sa on. Following is a table describ- 
ing d I fourteen concgats 
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Ccna^Jt Ian 


Ddault Word 


Purpcas 



SI 0^3 


Asks a N om to sleqD 


Look 


Tells Nom to look at the object dossst 
to yaur hand 


You are now reedy to e<pl ore the world of Albia Your Nom rra/ know how 
to communicde but it needs to betauc^it the names of all the objects and 
pi ants within the world. It also needs to leern the dances and pleeeuresto 
be found and howto usetheudiidestotra^d aero® the I and and 9se& 



Push 


Tells Nom to activate an object or push it 


2.4 Objects Within Albia 



Pull 


Tells Nom to activate an object or pull it 


Stop 


Tells Nom to stop what it is doing 



Yes 


Re nforces an action the N om has 
performed correctly 


No 


Punishes a Nom whan it has done 
samdthi ng wrong 



Come 


Asks N om to come towards the hand 



Run 


Gdt 


Drop 


What 


Tells Nom to run a/va/ vey f c6t 


Tells Nom to pick up an object 


Tells Nom to drop an object 


Asks N om what it thi nks it is doi ng 



Ric^nt 


Tells Nom to walk to theriejnt 


The"e are many objects to be found in Albia It is i rrportant thdt your 
Norn knows the names of all objects in the world to communicate 
propel y. Once your Norn isableto distinguish diffeeit objects* you 
are able to instruct it to ope'detheri. 

IMPORTANT NOTE: It is vey irrpatant to rx±e that all cbjettswithin Albia are 
categrized. ThaneareappTj*rratdytwatyci1T&&TtGatEgriescf<±jeds Oncsycur 
Ncm kro^thenarreefeneebiad: it aesxiatesthessrrBnarnatDai cthadojadswithin 
thatgxup 1 1 isd33 a gjod icts to kegj thenamesdxrt to cut down cn typing 

The following table illuStrdes all the categories found in Creatures and 
all the objects within those categories 


Suc^ted Category Name 

Objects within that category 

Food 

Carrots Cheese Hone/, Lemons 

Drink 

Coffee Hootch (small g"een cups) 

Button 

Call button for lift 

Lift 

Greei lift button 

Mew 

All vehidesindudingtdqDorte 

Toys (Smd 1 Toys) 

Ball, Spinning top. Radio 

Bi gtoys ( LargeT oys) J ask- i n-a- box. Robot, F 1 i bbety-g bbit (Hdi copte spri ngy thi ng) 

Plants 

Al 1 the plants that make N oms wd 1 

Weads 

Al 1 the plants thdt make N oms i 1 1 

Grendd 

T he G rondel (Big nasty geen monste) 

Nom 

Othe N oms (all in samegoup) 

Music 

H arp, T rumpdt, D rum J ukdnox 

Animals 

Birds Jdlyfish, SeaHorsES Bees Goldfidn 

Fire 

Kitchen Fire 

Showe 

Kitchen Clock, Showe 

\Nstar 

Wdzefall 

Slide 

SI i de proj ector and ssreen 

Bang 

Cannon in Licjnthouss 

Vendor 

The Hives TheStill, The Carrot Vendor 
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Left 


Tdls Nom to walk to theldt 
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Nowall you ha*eto do isteach your Nomsthenameof all twmty cdte 
gories and the/ know the names of all theobjeets in Albia Thisisx^ay 
simpleto do. Find:, open the creatures view (thee/eicon in thetodbar)- 
thi s metal es you to sae whdt the creature i s concmtrdii ng on . 

Put your hand icon near the object you wish to name N ow you 
hawe taugit your Norn all the concqots so all you have to do is 
type "look" to make the credxire look dt the object neared: to the hand. You 
now seethe object you wish to name i n the carte - of the creatures view. 



Once the Norn is looking dt any object you can type the name you wish 
to call thdt objectycdtegory. Entm the name eg. "Food" and theNorn 
tries to rqoedt it. As with the compute - you har/eto rqoedt the concgrt 
sevmd ti rnes i n orde - to gdt the N orn to rerenbe - the object. O nee the 
Norn rqoedts the word correctly it knows the name of the object but dso 
aEaod dtes the same word to d I othe - objects i n thdt cdtegory. 

1 1 i s i mportarrt to wdteh the creatures vi ew and make sure the N orn keqos 
looking dt the object while you name it. If it is distracted and looks dt 
anothe - object you me/ cd I anothe - object the wrong name by mistake 

TIP: You can ussCTRL-S torqoeat the / ast thing you typed. Tossed up the I earning 
process and to avoid mistakes typein the name cf the object eg "Food" and thm 
press CT RL-S sasaal tines quickly until theNorn says the name ccrredJy. 

If you make a mi Stake and call a ediegory the wrong name by accident, 
simply rename it to the correct name It isimposableto name two 
categories the same so if by acadent you cdl the toys 'food" you are 
unableto name food 'food." You haMeto rename the toys ‘toyS’ and 
then the food 'food." 


2.5 Communicating With Your Norn 

0 nee your N om has learned the concqots on the compute - and the objects 
withi n the world it isvmy easy to communicdte with your N orn. By si mply 
combi ni ng the words from the compute - and the name of the obj acts* you 
areableto influence your credtureS bdnador. For example if you wanted 
your Norn called Amy to pick up acarrot you would si mply type "AMY 
GET FOOD" - this is assuming thdt you har/ecalled the cdtegory contain- 
ing carrots* "Food.” 

Thee are two ways you can activate the obj acts of Albia One is by using 
the word "PUSH" and the othe - is by using the word "PULL.” If you 
wanted to gdt your Norn to edt a carrot, dl you nead to do istype "PUSH 
FOOD." If you want your Norn to play with a toy or play an instrument 
simply type "PUSH (Name of cdtegory object is in)." By usi ng these words 
it is possible to gdt Nornsto do dmoSt anything - play instruments* use 
wdnides, attack Grendels* play with toys* or edt. 

TIP: Whm usngvdidestheword "PUSH " makes the vdfdego riejit whaeasthewerd 
"PULL" makes the vdid ego I dt Whm usnga lift the word “PUSH" makes the lift go 
down whaeas the word “PULL" makesthelift go up 

Anothe - important word used to communicate with your Nom is 
"COME." If you simply type the word "COME" dl theNornsthdt hear 
the word come to the hand. I f you want one N om to come to the hand cal I 
thernameeg "AMY COM E." One particularly good way to gdt Nornsto 
come to you isto cdl then to an object eg. "AMY COME HAND" when 
"H AN D " i s the name of your hand. 

TIP: If you havea g'cup cf Ncrnstocpthm and you mould I ikecne particular Norn to 
ccmetoycu, a very dfali ve method is to cirrydy call that Ncrrfs name For ecarrpieif 
you wanted to call Amy away from a gcup cfNornssmply type "AM Y" and she should 
ccmetoyou. Ncneoftheothm Ncrnsundastand "Am/' and so thty continue with what 
thQ/areddng 

1 f you are curious to know whdt your creature is tryi ng to do or whdt it is 
looking dt you can simply typein the word "WHAT" and the creature td Is 
you whdt it is doing. 

J uSt because you tdl your Nom to do something it does not mean it does it. 
You are only suggeSti ng to your N orn whdt it should do; the/ do ha^e mi nds 
oftherown and only eat if the/ are hungy or fed like it. I f you try to gT a 
N orn to do somdthi ng that it doesn't want to do, it wont do it. 
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NOTE: ScrrdjmEsit isva~y difficult to gst Ncrnsto do whet you want thain 
to do whai tha r eisanotha- Ncrn in thearea. T he/ take g-eat pleasure in play- 
ingwith ether Ncrns and are distradtad from your aorrrrands It isa good idea 
tokespsdeor hungry Narnseuveyfrcmddnarsasitisthen far ease - tog st 
than to eat pi ants and food to make than wd I acpin. 


2.6 Disciplining Your Norn 


It is important to teach your Norns riefit and wrong. If your Norn does 
somdthi ng that iswrong it must bedisdplined. Equally, if your Norn does 
something correctly, it should be rewarded. If tauefit correctly your Norn 
soon learns what to do and what not to do. 

Them are two ways in which thiscan beachie/ed. The first isto U9ethe 
tickle and spank function. If you dick the hand on the uppe - half of a 
Norn it recaves a tickle I n the same manne - if you dick on the bottom 
half of your N orn it recedes a spank. A tickle rewards your N orn and a 
spank punishes it. 

If you ticklea Norn whm it does something correctly it isrewardad and 
recedes pleasure Your Norn then links pleasure to the action and the'ddre 
thi nks that thi s acti on i s the correct thi ng to do. T he more you reward 
your N orns for doi ng the riefit thi ngs the more I i kdy the/ are to do the 
action by themed wes 

Inthesamewa/ if your Nom does something wrong and you spank it, it is 
punished and reedwsspan. Your Norn then links pain tothisaction and in 
orde'toaoid pan again it does not rqoedt the action. The more you punish 
your Nom for doing bad thi nepthe less likdy it isto do them by itsdf. 

Pleesa note that the Norms look to you aether keqae and parert. If you pun- 
ish Norms for doing good thi nep I ike eating th^/ think it is wrong to eat and 
sodonteet by themBdxes This rra/ causa them to Starve It is way important 
to teach your N orns correctly if you went them to gow up to be norma . 

When playing Creatures it issorretimesvey difficult to spank/tickle 
your Norn, it may be in a vdiideor in theshowe or simply Standing in 
agmup of Norns It is in such occasions that the second method of disci- 
pline comes into use If you are finding it difficult to spank/tickle your 
Norn smply uss the words "YES" and "NO." If you type the word "YES" 
your Norn isrewardad. If you type the word "NO" your Norn ispunished. 
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This works in e<actly the same way as spank and tickle but is less dis- 
tracting - your Norn does not pay attention to your hand. 

TIP: Oneotha- uss cf the gaank istocp: a TuUjcrn Ncrn to do somdN ng it doesdt 
wanttoda If you tdl a Ncrn to do sorrdhi ng and it doestt and you wait and ad< it 
acpin and it deceit do it, thm a sncjeTaank and a rgodWcn cf the ccrrrrand usual- 
ly chancps Ns rrind. 


2.7 As Your Norn Grows 


When your Norn is born, it isjust a little baby and unaware of hissur- 
roundi nep but as it gdts olde it adapts and gows as human babies gow. 
As your Norn gows his physical form changes As a baby, it issmall and 
walks slowly on all fours* but as it gdtsolde it gdtsbigge and Strange. 
As N orns mows i mto ol d age the r physi cal appearance changes agai n and 
the/ become gey and wrinkled. It is way easy to distinguish some Stages 
of a Norn's life just by appearance 


Norms hae a lifespan of about fifteen hours which issplit irntofi we Stages 



STAGE 

TIME (Appnccc) 

CHARACTERISTICS 

Baby 

0 M i nutes 

N oms are bom weak and the/ rely on you to 
look rfte" then and educate then. This is an 
ideal time to teach Norns language At this stage 
N orns are May small and walk on all fours 

Child 

20 M i nutes 

Now walking on two fedt, N oms are more 
i nqui si ti Me i ndqoendent. T he/ move around 
faste - and are less suacqoti bleto disease 

Adolescent 

50 M i nutes 

1 n thi s Stage N oms start to become more 
i nteested i n the opposite sex. T he/ start to 
deudop the r own charactei sties and ma/ dnow 
sgnsof gendtic mutdtion or weaknesses 

Adult 

1 Hr 20 Min 

Nowfull gnwn, Norns are ableto fiefnt off 
most diseases successfully. Althouc^i the/ ma/ 
look like tears the/ are May i ndqDendent, and 
are able to breed. 

Pena one - 

10 Hours 

T he Norn's lifecyde has now come full arde 


N orns become wacke" as the/ gdt olde - and 
become more suscqsti bleto di seesa T he/ are no 
longe - able to mdteand items around dowly. 


TIP: Fcr thefir£20 rri nutes teach your baby N cm I anguat^ and thm Tay within the 
li rrits cf the cprdm, this isa safe area with lets cf food. Once ycur Ncrn hasde^depad 
into a child you can thm \*mturecut into the world. 


3.0 The Food Sources of Albia 


T he ere four types of food to be found within the world of Albia The/ 
all differ in thdt some are vey nutritious* while some are no more than 
junk food. The total dfectsand values of each of the food groups can be 
sam below. 


Food Type 

Huncp' 

Nesd For Pleasure 

SecDn've 

Starch 

Pain 

Adrmaline 

Carrots 

-100 

-70 


100 



Tomatoes 



100 

90 


10 

Hone/ 

-150 

-20 


40 



Lemons 

-50 

-10 


50 

5 


Chess 

-250 

-60 


150 




I n orde to analyze the dfects of each of thefood types it is important to 
know thdt when a Norn isdt maximum hunge its hunge value is +256. 
Thus when aNorn eTs a piece of cheese its hunge is reduced to almost 
nothi ng As you can +15 cheese is the most nutritious food a N orn can 
edt but it is vey scarce and of limited supply C arrots are the second best 
food source for a Nom to edt and are grown in the garden. Thee are 
many pots of hone/ to be found in the world but these can beconsid- 
eed to be j unk food. T he/ radi cal ly reduce a N oms hunge; but it gai ns 
I i ttl e nutri ti on from then. H one/ isonlyaquick tenporary sol uti on to 
hunge and you should try and gdt your N orris to edt the best food you 
can find. 

TIP: Oncea hcn^cpct isarptyit liescn itsada Tordill ahcne/pctanrfiypiace 
thepot unda~ thebashives In crdar to achi&& this quickly it isa good idea to stms 
the bee hi ve, as cne cfysLir favorite pi aces Saeaxficn 7.0 Favorite Places starting cn 
pac^20, fcr i nforrrad cn cn how to do tfi s You can that quiddyjurrp to the fives 
fill your honey pots and get back to your Ncrn. Anotha- uadul tip is that you can fi nd 
an ara-gaicy supply cfchaese in the Health kit, tout toe cartful, tha-earecnlytwdve 
pi ares ao uaa than soari ncjy 
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4.0 Breeding Your Norns 


AsStdted in section 2.7 (As Your Norn Grows) it is not posablefor your 
Norns to mdte until the/ are fully gewn adults You can tell when a 
Norn isableto breed by looking in the Breaded Kit. If it is maleyou 
should sseTestoSteone bang produced and if she isfenaleyou should 
sae Oestrogen bang produced. 



Once your Norns are old enougn to mate it is important to gdt then to 
mate dt the correct ti me T hee are vari ous ke/ poi nts to successful mdt- 
ing. Female Norn’s oestrogen cycles from high to low. It is important to 
try and gdt the N oms to mate when the fend e i s on he downward 
cycle You should also check that the male has a hign testoSteone and 
fetility la/d and both of the Norns haMea high set drive la/d. If dl of 
these paramdte's are dt a sufficient levd you should be ableto gdt a preg- 
nancy. For more information on the Breeders Kit, see section lO.OThe 
Appl dts beg nni ng on page 24, or consult the i rvgame hel p menus 
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Nornsliketo kiss, it's a si cp of dfection. You should be familiar with the 
kisang noise that Nornsmskeasit isuey distinctive You may hav/e 
heErd anothe - noi se that N oms make i t i s a prol onged ki sa ng noi se fol - 
lowad by a loud "pop. "This is the noise of rrat- 
i ng I f you hear this noi sa you should check your 
females within the Breeders Kit and 9ae if one is 
pregiant. You know whei a female N orn is 
pregiant as a number appears i n he stomach 
deioti ng the number of months she is pregiant. 
A normal Nom pregiancy varies from five to 
ss*/ei months 

TIP: Once an egghasbem laid you se the word "egg' 
appear in the bottom tadc bar. Double diddngcn this 
button takesyeu i rrmed atdy to the locad on cftheegg 

Afte your N orn has produced the egg the num- 
be i n he stomach si owl y reduces as die recovers from the pregiancy 
Once the number has disappeared she can mate again. It is important to 
kegi pregiant femdes sde and away from Greidds and poisonous hebs 
asthg/can I cse the r babies if they become ill or vmy weak. 

4.1 Advanced Breeding 



O nee you hae maSteed breadi ng your N orris you can be more sd ecti ve 
with which Nomsyou alow to mate By looking in theSaeiceKit and 
and yzt ng your N orns, you can e<pei meit to try and produce orig nd 
gaidric Strands of creature Who knows what type of Nomsyou may be 
able to produce? For more information on theSaeiceKit, sae section 10.0 
The Apples begnningon page 24, or consult the in-gamehdp meius 

It is sdd the N orns ha^e a recess vegeie in ther bodies which may 
ganeti cd I y change the r color if meed with anothe - similar Norn. Can 
you breed a gaiei cd I y col orad N orn? I f you do you can trade them on 
theCREATURES wdo page with othe - breeders and credtea/ei strange - 
colors If you do manageto bread unusud I y colored Norns we would 
be very i nteeSted to hear from you. 

TIP: If you hatch a N cm which has a gmdieddatt and you derft want it to bread, 
try to gtt your Norn toeatan ucjy tomato Thee can be found in your Breeder's kit 
and around your world. On eating the ucly tomato your Norn I csss Ns sac ctive and 
thus not beinteetted in mating 
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4.2 Breeding For Generations 


To produce many gaieetions quickly you should hech afemdeand 
teach he - the computers concgots O nee thi s i s done you dioul d gui de 
ha - througi the gardei, up i n the I ift to the tree house atross i n the 
cable car and kegi he - around by the bee hives N ow hatch a mag teadi 
hi m with the compute - and gui de hi m throucfi the gardei to the far 
rigit, take hi m down i n the I ift to the temple and kegi hi m the'e 

Once this is done you diould hatch anothe - fend e teach he - with the 
compute - and kego he - in the gardei. Your Norns should now be only 
20 mi nutes ol de - than each othe - . I f you kego these N oms sgoardte unti I 
they are adults you should be able to coax the mde to the oldest fend e 
get them to mate and once the femde is pregiant guide the mdeto the 
othe - femde Thisgvesyou a nicegeietic pool to bread with. 

It is important to note that if you bread two Norns from the H dtche'y 
and ha/e two babies and thei bread with the two babies you are redly 
I i rriti ng your geietic pool and evaitudly d I your N orns are goi ng to 
look the same and haMe similar charactei Sties For a variety of Nomsyou 
should try and kego your geietic pool as large as possible as this increases 
the chance of colored Norns and those with inteesting charactei sties 


5.0 Sending a Norn to a Friend 




“n *1* 




I £j| jd Ml F _| |*^J» gji ^lalal»l alia] 


ir 



As wd I as I i vi ng on your compute - , N orns may be Stored, or salt to 
frieids Trading Norns with your frieids isone way to i ncreese your gme 
pool . 3 mply cl ick on the File option dt the top of the sareai, hold down 
the mouse button, scroll to the Export Current Creature option, and 
rdeeBe the mouse button. You can name the file and sane it to disk. This 
file may thei becopied to a floppy disk, or e-mdled to othes. Similarly, 
a Nom may be introduced into Albia usingthe Import Creature option. 


NOTE: You may only trade Norns between friends us ng the same platform etha~ 
IBM or Maantceh. 
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6.0 The Grendels 



You ma/ ha« already witnessed an mcountm with a 
G rmdd . T hese gram ski nned red eyed monster are a/i I 
and ha« a d iff amt gmdtic makeup than the Noms The/ 
love to Steal food and beat up the N orns It is advised to 


Stay away from then as much as possi ble si nee the/ carry di seases that 


can smously damage your NornS health. 


Grmdds do not have the gmdtic Structure to rqoroduce The/ are bom up 
in the trees by the ocean. Grmddstmd to head for the deset island and 
arerardy sam in thegardm. Avoid the deset island until your Noms are 
at least in the r childhood Tags If you ms a G rmdd ahead of your Norn 
try and ope'dtea lift manudly and guide your Nom as far a/va/ as posa- 
ble Luckily, only oneGrmdd is roaming the world at any gum time and 
once it dies it takes ssvmd rri nutes for a new Grmdd to be bom. 


TIP: You esn manual iyeentrd thelift near to wheetheGrmddsarebcm. If you take 
theGrmdd in thelift n'cjt to the bottom it isfacsd with theDeath Cap Mushroom 
Waje-yCLir hand icon bytherrudrocmand it should eat it Dothiscrxecr twiceand it 
des Thisg\esycu a break cf about 30 rrinutesuntH one appears acpin. 


70 Favorite Places 



It is posablewithinthe procram to sa^BsixtaoiteplacesTheseGan be 
ussd to ched< the State of your food supply ched< wheetheGrmdd is or 
just for convmimce to msrvevdaidesto your Noms To save a location, 
amply opmtheCarrmammu bydicking on Camera at the top of the 
scram, holding down the mourn button, scrolling down to the Add a New 
Favorite Place. . . option, and rdeas ng the mouss button. You areadeed 
to name your favorite pi ace To carte - the view window on a previously 
sa*ad favorite place dick on Camera and stroll down to the name of the 
pi ace you want to go. If you deddeyou went to sa*s a diffemt place and 
ai six slots ere a ready filled, you can Remove from Favorite Places. . . 
to free up a space T he fol I owi ng are suggaSti ons for your si x faMori te pi aces 
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Nq 

Loader) 

Reasn Fcr Us? 

1 

The 1 ncubdior 

To jump quickly to na/v born Noms and check 
on the progress of hdtchi ng eggs 

Nebs T hi sl dead cn can not borom^od 

2 

The Garden 

To check on your food supply and Noms who 
ma/ be pla/ing there 

3 

The Bee Hives 

Very useful to rdll 1 H one/ Pots quickly 

4 

Cable Car - Ricjit Hand Side 

Usdrjl for moving the Cable Car to 
the Bee H iwss 

5 

T he G rordd T ree 

Usdxjl to check on the position of a Groidd. 

6 

TheDesat Island 

U sdrjl for checki ng the G randd 's posi ti on and 
for movi ng the submari ne and steamboat to 
your Noms 


Favorite pi aces can a so hdp you avoid theGrmdd. If you need to 
remove a Grmdd from your N orns smd the Grmdd up i n a I ift rranu- 
a I y and sa/e a f a/ori te pi ace at the top of the shat. W hm the G rmdd 
Starts to go up in thelift you can skip to your faoriteplaceand wat for 
it. Whm theGrmdd gas to the top of thelift you can coax it out of the 
lift by bouncing abd I or pi a/i ng with a toy OncetheGrmdd has come 
out of thelift you can mod thelift back down stopping the Grmdd from 
directly rdturningto your Noms You thm can pmiodicdly check on the 
G rmdd 's I ocati on and make sure it has not moved towards your N oms 

TIP: You can kip around the world by uang your favorite places Move to theadgaof 
thecprdm and ssMethe location. Move the 3rd ling bars fully bade to theldt and 
thm se 1st thelocaticn you just SEMSd. You arenojv back at theneA/ location with the 
srd I barsto theldt. You can 3rd I thebarsricht again and prog-ess around the 
world. By continuing to do thisyou can tracd anywhmewithin Albia 
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8.0 Looking After Sick Norns 


What happens if your Norn gats really ill? Wdl, you need to find out 
whdt is wrong with it. By using the biochemistry monitor in the Sa ence 
Kit you should be ableto ddtemine if theNom isill due to a Grendd 
encounte' (Glycotoxin) or due to a cold. M a/be it has just eaten a bad 
plant (9eqnToxin/Fe/e'Toxin). If your Norn issneeing and coughing it 
is obvious thdt your Norn hasjust caught a cold. 

T he foil owing is the beat oveml I advice for treating si ck Noms 



Feed then wdl with good food, carrots or cheese 
Avoid junk food such as hone/. 



Keqe them wdl awa/ from othe~ Norns* espedally babies as 
Albian di seases can be vey contagious 



I f any othe - N orns gdt i nfeeted with the same i 1 1 ness* quaranti ne 
then unti I the/ are wd I . 



If you hcMe a really ill Norn (Lessthan 15%) then use the 
chemicals i n the Science Kit to i nject then with energy and save 
ther lives 

Keqe them wdl aA/a/ from the G rendd , itsnadty quite dan geous 


Don't bread unveil Norns the/ mat/ well pass the di sease on to 
ther children. 



Monitor ther health regularly Keqo agood e/eon the sick until 
the/ can I ook dte - themsd ves agai n. 


Thee are othe - cures in the world to hd p you. T hoe can be found in 
the form of pi ants thdt grow i n the garden and around the world. I f you 
can gdt a Norn to edt the correct plant then thisgredtly reduces some 
s/mptomsof ther illness Howa/e - , some pi ants ha/e an adverse df eat 
on your Norn, and you should teach them not to edt these 'wsadd. 

A full tableof plant dfeets follows 
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8.2 Table of Weed Effects 


Qualities 

Baobab 

Death Cap Pyr&hium Nicfithade Carrpanula 

Laburnum UcJyTcrrato 



A \ L 


Pain 


100 100 


Hunga" 


100 100 


Starch 

90 

90 90 90 

90 

H istamineA 

100 

100 

100 

Histamine B 



100 

SI eqn Toxin 

100 


90 

Feve" Toxin 


100 

70 

SI easiness 


100 


Tiredness 


100 


Hotness 


100 


Coldness 

Ssk Drive 



-100 

Glycotoxin 


100 


Adrenaline 



10 
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9.0 The Chemicals Of The Science Kit 


T hem are vari ous chemi cal s to befound in the Science Kit. Each cheri- 
cal has a different dfect on your N orn's body and can be usad to cure i 1 1- 
nessand di scern T hem are sevm chemicals available and the/ haive the 
f ol I owi ng dfeets 


C haii cal 

Effect (Note TNsvalueisl unit, a full 9/rincpis30 Unit$ 

Energy 

42 G lucces +1 Agng 

Adrenaline 

+2 Adrenal i ne 

Pain Kills- 

-2 Pain +1 defines 

Coucjn Medidne 

-2 Histamine A 42 deqniness 

Slewing Pill 

42 sleqni ness 

Wake up Pill 

-1 GIucq 9S-2 Sleqniness 4-1 Adrenaline 

Antioxidant 

+1 Agng 


It liquid alsa be noted that these chaTi cals do ha^e same sdedferts and 
dxuld be usad in an eTB'gaacy only 


10.0 The Applets 

Creatures hassaeal tools which can simplify your task as a Norn 
Breede: The/ enable you to monitor your Norn£ health, administe - 
medicine record milestones in ther lives and much more Thesa tools 
called applets can be accessed via the tool bar. Some can only be opened 
if you have selected a Norn. 

10.1 The Owner’s Kit 

The Owners Kit allows you to name 
your Norns You can also regste - ther 
births and take photographs of them 
for your records Photos can be saved and sent 
to your friends or j uSt kqot for old ti rrneS sake 
When your Norns die you can choose one of 
the r photos to go onto the headstone M ore 
spedfic information on each of the Owners Kit options can befound in 
the in-game help files unde - Applets, Toys and Tools. 
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10.4 The Breeder’s Kit 


Your Norns bread happi- 
ly in the wild. Th^r ha^e 
some bade i nSti nets, 
which hdp then to be curious* 
edt, and bread. Thar overall goal 
isto lead a healthy I ife and ha« 
children. Howe/e, as the 
Breeds - , you rra/ want more 
control cms the rgoroductive 
cycle of your Norns, to Tee 
then in directions that nature 
would raff takethen The 
Breeders Kit hdpsyou to 
monitor the mating pnocesE, from 
testi ng for pregnancy to i njecti ng 
aphrodisiacs into Albiato 'hdp the process!' Morespedfic information on 
each of the Breeders Kit options can be found in the in-garre hdp files 
unde Applets, Toys and Tools. 



10.5 The Performance Kit 



The objective of Creatures isto breed Norns throucfi as many 
gened; ions as you can. 


f Fnlm.^.r EkT Pj.'.rl 


T he Peformance K it 
can berun dt anytime 
and show you how you are 
doi ng T he higne the Breeders 
score dt the base of the screen, 
the more successful you are! 

I nformdtion on how your 
Breeders score is cdculated, and 
on how to i mprove your score 
by breadi ng your N oms more 
successfully, can be found in the 
i n-game hd p f i I es unde 
Applets, Toys and Tools, in 
the Performance Kit section. 
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10.6 The Creature Graveyard 


jy 


Norns, I ike othe biological 
I ife forms, dieeuentudly. 
Thiscould befrom dissesg 


hi Cr^lTr CrWHrf 


Starvation, or from ndturd causes 
(just plan old agg. When the/ die 
the word DEATH appears on the 
Status bar. You can doubledick on 
this word to go to the place of 
death, and run the Creature 
Gra^e/ard. Pick a photograph, 
write a few words and Store it for 
the future You can run the 
C redture G rae/ard dt any ti me to 
bri ng back the memories and 
images of past Norns Morespedfic 
information on each of the Creature GrsMB/and options can be found in 
the in-game hdp files unde" Applets, Toys and Tools. 



1 1.0 Creatures Upgrades Via the Internet 


I f you have a the a di rect I ntendt connection via a loed area 
ndtwork, or you use an I ntendt sevice provide, then Creatures 
gives you access to new objects. Creatures products, and hdp 
viatheCREATURES World WideWdo. Presang the Wdo button takes you 
directly into the site http: //creatures rri ndssape asm 


For future upgrades to your world you should regularly chek the 
Creatu res Wdo site I f you are not on the ndt, chek magad ne cover 
Thee ere upgrades planned for your world and a Christmas pack is avail- 
able with new objects for your Norns to play with. 


New N oms ee already a/ai I able on the ndt with geidtic color mutations to 
hdp you bread strangdy colored Norns Ched< out theCREATURES wdo ate 
for a list of dtendteCREATURES wdo atesthdt have Norms for downloading 


NOTE: Scrm upgrades are not availab/etoMaantcTi usrs 
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12.0 The Emergency Kit 


If you hae lost game data due to an applications or hard drive failure or 
if yau ran out of egcp in yaur orignd H dtchmy without breading any new 
ones yau can activate the Emmgmcy Kit. 

CsUBanc I fit's net brekm, derft fix it. Reicringcr resiti ngtheCREATURES wold can 
result in thelcescfyour Ncmsifyxi derft expert then first Also you cannot get mere 
ojje frcrn the ErrmcpncyKi t unlessycu h^eccrrpldidyrun cut cf ether aggs 

12.1 Accessing the Emergency Kit 

Windaws®95: 

1. Quit out of Creatures. 

2. Click the Windows 95 "Start" button. 

3. Sdect the "Pragmas' button and the "Creatures" icon, thm 
click on the "Emegeicy Kit" button. This opms the E megmey 
Kit mmu screm. 

Windows® 3.1: 

1. Quit out of Creatures. 

2. Opei the file manage - and doubleclick on the di rectory whee 
Creatures isinstdled. 

3. Doubleclick on BACKUREXE, this opms the Emmgmcy Kit 
mmu screm. 

From the Emarjaicy Kit rraxi screm you hauefbu' options 

1. Choose Restore World to recovm the game from the last backup. 

2. Choose New World to rest the world entirely This kills dl Noms, 
so be sure to oqaort dl your N oms bdore usi ng thi s opti on or yau 
lose dl yaur work sa far. 

3. ChooseMore Eggs toobtdn anothm bdteh of Nom Eg^ 

Nobs if yau do this you areStartingagdn from the first gmedtion. 
Thegad of Creatures isto breed N oms ever success vegmmdtionssa 
thdt ndturd Section and ablution cm improve then ever time 

4. ChooseCancel to exit the Emergency Kit. 


Madnbodi 

1. Quit out of Creatures. 

2. Doubledick on theCREATURES CD icon on thedesktop, to opm the 
C REAT U RES fol dm. 

3. Doubleclick on the I nStdl icon. 

4. Click on Continue whm yau reach the troubleshooting informdtion 
screm. This opms the I nStdl window. 

5. Click on theShow Other Installations icon dt the top Idt 
comm of the I nstdl window. This brings up theOthm I nstdldtion 
O pti ons wi ndow. 

From the Other Installation Options window screen you have 

ftxr options 

1. Sdect Restore Egg Disk and drag it onto the desired hard drive 
to obtdn anothm bdteh of Norn E®. Note: if yau do this yau are 
starting agdn from the first gmmdtion. Thegad of Creatures is 
to breed N orris ov/m success vegmmdti ons sa that natural sd action 
andaelution cm improve then ovm time This kills dl yaur 
existing Noms 

2. Sdect Repair Kit and drag it onto the desired hard drive to read the 
world mtirdy. Thiskillsdl Noms sa besureto oqaort dl yaur Noms 
bdvare usi ng thi s opti on or yau I ose d I yaur work so far. 

3. Click on Read Me to gdc troubleshooting information on Creatures 

4. Click on Quit to exit the I nStd I dti ons application. 
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